STAND USER 


ome people can manifest their fighting spirit and 
will power into a supernatural force known as a 
Stand. Those that posess a Stand are able to see 
others which do, but those that do not can not see 
a stand at all, and only the effects it has on the 
environment. A stand will hover next to their user 
and is controled by their user. Very few people 
can gain a stand through an old curse or a magical artifact, 
but if their fighting spirit is not strong enough, then their own 
stand could kill them. 


CREATING A STAND USER 


As a stand user, your most important question should be 
what type of player you are, or your personality. A justic based 
character who is sworn to take down their nemesis would 
manifest that of Star Platinum, or their nemesis being Za 
Warudo. A calm and collective personality may result in the 
swift but powerful stand of Hierophant Green. 

Once you have chosen your stand, you should decide how 
you obtained it. Was it a magical item which granted you the 
stand, a family curse or by pure chance? How do others see 
your powers, and how well can you put it to use? 


QUICK BUILD 


You can make a Stand User quickly by following these 
suggestions. Your Charisma score should be your best score, 
the rest are decided by you. Depending on your future stand, 
you should alter your ability score's accordingly to their 
desires. 


CLASS FEATURES 


As a Stand User, you gain the following class features. 


Hirt Points 

Hit Dice: 1d10 per Stand User level 

Hit Points at 1st Level: 10 + your Constitution modifier 

Hit Points at Higher Levels: 1d10 (or 6) + your Constitution 
modifier per fancyman level after 1st 


PROFICIENCIES 

Armor: Light Armour, Shields 
Weapons: All Simple Weapons 
Tools: One of your Choice 


Saving Throws: Wisdom, Charisma 
Skills: Choose two from Persuasion, Insight, Perception, 
Investigation and Intimidation 


EQUIPMENT 
You start with the following equipment, in addition to the 
equipment granted by your background: 


e (a) Any simple weapon or (b) A Light Crossbow, and 20 
arrows. 

e (a) Leather Armour and a Shield (b) Scale Mail 

e (a)A dungeoneer's pack or (b) an explorer's pack 

e A Tarot Card or a music disc suggesting your stand, and a 
piece of The Arrow. 





NOTE FROM THE CREATOR 

Something needs to be stated about this class, 
because of, well, anime, this class may be relatively 
unbalanced and should only be used in Campaigns 
related to JoJo Stands and for difficult encounters. 
Using this in regular gameplay may break the game. 
You must consult your DM before using this in 
game. 


—————————e 


THE STAND USER 
Features 
Stand, Strong Mind 


Level — Proficiency Bonus 


1st +2 
2nd +2 
3rd +2 
Ath +2 
5th +3 
6th +3 
7th +3 
8th +3 
9th +4 
10th +4 
11th +4 - 
12th +4 
13th +5 
14th +5 
15th +5 - 


Stand Choice 
Stand Feature 
Stand Feature 
Improved Strong Mind 


Stand Feature 


Well of Stamina 


16th Ability Score Improvement, 
17th Improved Well of Stamina 


18th Stand Feature 


Exploit Weakness, Expertise 


Ability Score Improvement, Stand Instincts 


Ability Score Improvement 


Ability Score Improvement, Stand's Resistance 


Ability Score Improvement 


Stand Points 
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Ability Score Improvement, Stand's Resistance (2/Day) 


19th Ability Score Improvement, Stand's Resistance (3/Day) 


20th Stand Feature 


STAND 


Your mental energy has gained enough power to manifest a 
physical fighting spirit known as a stand. Starting at 1st level, 
you have the ability as a free action to call forth your stand, 
and it appears in an unoccupied space next to you, or the 
closest unoccupied space besides you. You and your stand 
are connected by a Telepathic bond which allows you to move 
your stand up to it's movement speed as a bonus action or 
interact with an object, attacking costs an action. Your stand 
can move through organisms as if their space was empty, and 
is immune to spells which buff or debuff the creature (haste 
etc), enchantment effects (charmed, etc) and effects or 
conditions which only can affect living creatures (poisoned 
etc). The stand's ability score caps are 30, instead of the usual 
20. A stand can go no further than your stand range or they 
will fade away, unless stated otherwise. When a Stand Dies, 
it is regained with full hit points when you complete a long 
rest. You can see everything which your Stand sees, and can 
also feel it's pain. When your stand takes damage, you talk 
half of the damage it has taken. Untill you reach 3rd level, 
your stand has a base movement speed of 30, stand range of 
100ft, your passive perception, unarmed strikes equal to 1d6, 
your health, your AC and your ability scores. Your Stand's 
Proficiency bonus is always yours. 





STRONG MIND 


Starting at 1st level, your ability to manifest a being of such 
power reinforces your mind with psychic chains. Because of 
this, you are immune to being charmed. 

Starting at 9th level, you also are immune to being 
frightened and are resistant to Psychic Damage. 


EXPLOIT WEAKNESS 


Starting at 2nd level, you become a master in finding your 
enemies weaknesses and can take advantage of any situation. 
When you successfuly attack a creature, you may make the 
target make a Constitution Saving Throw against a DC equal 
to 5+ Your Strength Modifier + Your Proficiency Bonus. On a 
failure, that target's AC decreases by 2 for 1 minute. Ona 
success, nothing happens. Once you use this feature, you can 
not use it again until you complete a short or long rest. 


STAND CHOICE 


Beginning at 3rd level, you get to choose a Stand unique to 
yourself. These Stands are described at the bottom of the 
Class Description. 


EXPERTISE 


Starting at 3rd level, you can choose one of your Skills and 
double their modifier. You also take advantage on this skill 
roll 


STAND POINTS 


When you reach 3rd level, you begin to master the limits and 
harness the energy of your Stand. This is represented by 
Stand Points. Using these points allow your Stand to perform 
excellent maneuvers. You will regain all spent points when 
you have completed a long rest. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th level, and again at 8th, 12th, 16th, and 


19th level, you can increase one ability score of your choice 
by 2, or you can increase two ability scores of your choice by 
1. As normal, you can't increase an ability score above 20 
using this feature. 


STAND INSTINCTS 


Also starting at 4th level, you may add your Wisdom Modifier 
to your Initiative roll. Additionally, you can never go last in 
combat, and always go second last in combat, even if your 
initiative shows you as the last attacker. 


STAND'S RESISTANCE 


Starting at 8th level, while you are not wearing any armour, 
your AC becomes 8 + Your Strength Modifier + Your 
Charisma Modifier. 

Additionally, when you or your stand fails a saving throw, 
they may choose to succeed it instead Once you use this 
feature, you can not use it again until you finish a long rest. 
The number of times you can use this trait per long rest 
change at 14th and 19th level. 


WELL OF STAMINA 


Starting at 13th level, you can not get exhausted from taking 


the dash action and when you take a short rest, you 
automatically loose one point of exhaustion. 

Starting at 17th level, you have the ability to expend a 
number of Stand Points to heal yourself as an action 
(minimum of 1 Point) For each Stand Point you spend, you 
add 1d6 healing dice to the healing done. 


STAND CHOICE 


Different people manifest alternate Stands which reflect their 
personality and fighting spirit. The Stand you choose affects 
your qualities and view on life. 


STAR PLATINUM 


Star Platinum focuses on the creation of physical power and 


relies on punches upon punches to defeat his enemies. 


STAND STATS 
Your Star Platinum has the following Statistics: 


¢ Strength: 10 + Your Strength Modifier + Your Charisma 
Modifier. 


e Dexterity: 10 + Your Dexterity Modifier + Your Charisma 
Modifier. 

¢ Constitution: 10 + Your Constitution Modifier + Your 
Charisma Modifier. 

¢ Intelligence: 8 + Your Intelligence Modifier. 

¢ Wisdom: 8 + Your Wisdom Modifier. 

¢ Charisma: 8 + Your Charisma Modifier. 

¢ Movement Speed: 30ft 

e¢ Armor Class: 10 + Star Platinum's Dexterity Modifier. 

e Hit Points: Half of Your Maximum Hit Points + Star 
Platinum's Constitution Modifier * 10 

e Senses: Your Stand has Darkvision up to 60ft. Your 
Stand's Passive Perception is equal to 15 + Star 
Platinum's Wisdom modifier. 

e Saving Throws: Star Platinum is proficient in Strength, 
Dexterity and Constitution Saving Throws. 

¢ Unarmed Strikes: Star Platinum's unarmed strikes deal 
1d8 Damage + Star Platinum's Strength Modifier of 
Bludgeoning Damage. 

e Stand Range: 100ft. 


ORA ORA ORA 
Beginning at 3rd level, as an action, you can expend 1 Stand 
Point to make a series of unarmed strikes equal to Your 
Stand's Strength Modifier + 2. By using this feature, you 
attack multiple times in one turn and use your stand's 
unarmed strikes damage roll. Once you use this feature, the 
number of stand points needed to use it again increase by 1. 
This number resets when you complete a long rest. 

When you reach 18th level, you can make a number of 
strikes equal to Your Stand's Strength Modifier + 6. 


STAR FINGER 
Starting at 5th level, as an action, you can spend 2 Stand 
Points to extend Star Platinum's finger towards a target 
within 10 feet. That Target must make a Dexterity Saving 
throw against a DC equal to 8 + Star Platinum's Strength 
Modifier + Your Proficiency Bonus. On a failure, that target 
takes 1d4 + Star Platinum's Strength Modifier of Piercing 
Damage. On a success, the target only takes half as much. 
You can spend multiple Stand Points to increase the range 
by 5ft per additional point. 


YARE YARE DAZA 

Starting at 7th level, as a reaction, you can spend 3 Stand 
Points for either you or your stand to take half as much 
damage that you have just recieved. 


SENSES OF A TITAN 

Starting at 10th level, you and your stand gain the ability to 
have the mind strength of a Titan. You can no longer be 
suprised and are proficient in Perception checks. If you are 
already proficient in Perception, then you may double your 
modifier. 


IMPROVED STATISTICS 

At 18th level, you become expierenced enough to manifest 
your stand in ways never seen before. You gain the following 
changes to your ability scores. 


e Strength: 12 + Your Strength Modifier + Your Charisma 
Modifier. 

e Dexterity: 12 + Your Dexterity Modifier + Your Charisma 
Modifier. 

e Constitution: 12 + Your Constitution Modifier + Your 
Charisma Modifier. 

e Armor Class: 14 + Star Platinum's Dexterity Modifier. 

¢ Unarmed Strikes: Star Platinum's unarmed strikes deal 
1d12 Damage + Star Platinum's Strength Modifier of 
Bludgeoning Damage. 





STAR PLATINUM REQUIEM 

When you reach level 20, you may touch your stand with a 
piece from the Arrowas a bonus action whilst spending 10 
Stand Points. For 1 minute, your stand gains the following 
benefits: 


e Star Platinum, Za Warudo (Recharge 5-6): You may 
cast the spell Time Stop. The duration for the spell now 
becomes 1d6 + 2 and you may attack once during this 
time without breaking the duration. 

e¢ Strength: 16 + Your Strength Modifier + Your Charisma 
Modifier. 





Once you use this feature, you can not use it again until you 
finish a long rest. 


HIEROPHANT GREEN 


Hierophant Green focuses on the lack in dextrous ability in 
other creatures, and takes advantage where ever possible. 


STAND STATS 
Your Hierophant Green has the following Statistics: 


¢ Strength: 8 + Your Strength Modifier 

e Dexterity: 12 + Your Dexterity Modifier + Your Charisma 
Modifier. 

¢ Constitution: 10 + Your Constitution Modifier + Your 
Charisma Modifier. 

e Intelligence: 8 + Your Intelligence Modifier. 

¢ Wisdom: 8 + Your Wisdom Modifier. 

e Charisma: 8 + Your Charisma Modifier 

e Movement Speed: 40ft 

e Armor Class: 8 + Hierophant Green's Dexterity Modifier. 

e Hit Points: Half of Your Maximum Hit Points + 
(Hierophant Green's Constitution Modifier * 3) 

e Senses: Your Stand has Darkvision up to 120ft. Your 
Stand's Passive Perception is equal to 14 + Hierophant's 
Wisdom Modifier. 

¢ Saving Throws: Hierophant Green is proficient in 
Dexterity and Constitution Saving Throws. 

e Unarmed Strikes: Hierophant Green's unarmed strikes 
deal 1d6 + Hierophant's Dexterity Modifier of Slashing 
Damage. 

e Stand Range: 150ft. 





EMERALD SPLASH 

Starting at 3rd level, as an action, you can expend 1 Stand 
Point to send a storm of light green gems from your stand's 
palms towards a number of creatures within a 60 feet cone 
starting at the position of your stand. Each creature must 
make a Dexterity Saving Throw against a DC equal to 10 + 
Your Dexterity Modifier. On a failure, the target(s) take 2d8 
piercing damage and 1d4 radiant damage, or half as much on 
a successful one. By spending 3 more Stand Points, you can 
increase the DC by 1 per 3 Stand Points. 

At 7th level, the damage die increase to 3d8 piercing and 
2d4 radiant, and at 10th level, the damage die increase to 4d8 
piercing and 3d4 radiant damage. 

When you reach 18th level, you can spend additional Spirit 
Points to deal more damage. By spending 2 Stand Points, 
you can add 1d8 Piercing Damage on to the damage dealt. By 
spending 1 Stand Point, you can add 1d4 to the radiant 
damage dealt. 


CoILED Bopy 

Starting at 3rd level, your Hierophant Green has a coiled 
body which allows you to interact (push, attack, lift etc) with 
objects or creatures within 60 feet of Hierophant Green. 
Attacks done this way result in disadvantage on the attack 
roll By spending 1 Stand Point, your body acts as if it were 
under the effects of the Alarm spell 


DISPERSED BODY 
Starting at 5th level, as a reaction, you can spend 2 Stand 
Points to add 1 point to your Armor Class. After doing so, you 
will then see if the attack hits or not. 

Also at 5th level, you can spend 1 Stand Point to move an 
additional 10 feet whilst moving. 


GOODBYE NOSTALGIA 

Starting at 7th level, as an action, you can spend 3 Stand 
Points to pick one target you can see within 30 feet of you. 
That target must make a Wisdom Saving Throw against a 
DC equal to 8 + Your Wisdom Modifier + Your Proficiency 
Bonus. On a success, nothing happens. On a failure, you may 
target that creature with your Emerald Splash, and will take 
double damage from it. 


MARIONETTE CONTROL 

Starting at 10th level, you can spend 5 Stand Points for your 
Hierophant Green to enter the body of a creature within your 
stand range. That creature must make a Constitution Saving 
Throw against a DC equal to 10 + Hierophant Green's 
Dexterity Modifier. On a failure, as an action, you may 
completely control that creature for a duration of 1d6+1 
rounds. You only take half the damage that the controlled 
creature takes whilst you are within it. If a creature pulls you 
out of the creature, then you automatically deal 5d10 
Bludgeoning Damage to that creature. If you take more than 
or equal to a number of damage as x, then you are forced to 
leave the controlled creature without inflicting the automatic 
damage, with x being equal to Hierophant Green's 
Constitution Modifier * 10. 


IMPROVED STATISTICS 

At 18th level, you become expierenced enough to manifest 
your stand in ways never seen before. You gain the following 
changes to your ability scores. 


e Dexterity: 14 + Your Dexterity Modifier + Your Charisma 
Modifier. 

¢ Constitution: 12 + Your Constitution Modifier + Your 
Charisma Modifier. 

¢ Unarmed Strikes: Your Hierophant Green's unarmed 
strikes now deal 1d8 + Hierophant's Dexterity Modifier, 
and 1d4 Radiant damage. 


NOBLE POPE 

When you reach level 20, you may touch your stand with a 
piece from the Arrowas a bonus action whilst spending 10 
Stand Points. For 1 minute, your stand gains the following 
benefits: 


e Hierophant Green, Requeim: You may now use your 
Emerald Splash ability as a bonus action, additionally you 
also know the exact location of every creature within 60 
feet of you. 

e Dexterity: 16 + Your Dexterity Modifier + Your Charisma 
Modifier. 


Once you use this feature, you can not use it again until you 
finish a long rest. 


SILVER CHARIOT 


Silver Chariot is a stand which has an incredibly sense of 
precision and uses swift movements to quickly take down his 
enemies. 


STAND STATS 
Your Silver Chariot has the following Statistics: 


e Strength: 8 + Your Strength Modifier. 

e Dexterity: Varies (See Armor On/Off) 

¢ Constitution: Varies (See Armor On/Off) 

¢ Intelligence: 8 + Your Intelligence Modifier. 

¢ Wisdom: 8 + Your Wisdom Modifier. 

¢ Charisma: 8 + Your Charisma Modifier. 

e¢ Movement Speed: Varies (See Armor On/Off) 

e Armor Class: Varies (See Armor On/Off) 

e Hit Points: Half of Your Maximum Hit Points + (Silver 
Chariot's Constitution Modifier * 5) 

e Senses: Your Stand has Passive Perception equal to 10 + 
Silver Chariot's Wisdom Modifier. 

¢ Saving Throws: Silver Chariot is proficient in Dexterity 
and Constitution Saving Throws. 

e¢ Weapon: Silver Chariot has a built in weapon, a Rapier. 

¢ Unarmed Strikes: 1d4 Bludgeoning Damage 

e Stand Range: 100ft 


STANCES 
Starting at 3rd level, you can expend 1 Stand Point, as a 
bonus action, to choose one of the following Stances. 


SPEED 
When you are in this Stance, you gain the following benefits. 


¢ Movement Speed: 40ft 
e Advantage: You have advantage on Dexterity Saving 
Throws. 


POWER 
When you are in this Stance, you gain the following benefits. 


e Damage: You may add an extra 1d4 Piercing Damage to 
the damage dealt by your rapier. 

e Advantage: You have advantage on Strength Saving 
Throws. 


PRECISION 
When you are in this Stance, you gain the following benefits. 


e Advantage: You may choose to have Advantage on attack 
rolls. You may do this a number of times equal to your 
Dexterity Modifier. 

e Advantage: You have advantage on Dexterity Saving 
Throws. 


ARMOR 

Also starting at 3rd level, you have the ability to launch your 
armor off your stand. Unless you use 2 Stand Points, you 
apply the Armor On effect, otherwise you apply the Armor Off 
effect. 


ARMOR ON 
While you have your Armor On, you have the following 
Statistics. 


e Dexterity: 8 + Your Dexterity Modifier + Your Charisma 
Modifier. 

¢ Constitution: 10 + Your Constitution Modifier + Your 
Charisma Modifier. 

e Movement Speed: 30ft. 

e Armor Class: 10 + Silver Chariot's Constitution Modifier. 

e Stance: You always have the Power Stance Active. 





ARMOR OFF 


While you have your Armor Off, you have the following 
Statistics. 


e Dexterity: 10 + Your Dexterity Modifier + Your Charisma 
Modifier. 

¢ Constitution: 8 + Your Constitution Modifier + Your 
Charisma Modifier. 

e Movement Speed: 35ft 

e Armor Class: 8 + Silver Chariot's Constitution Modifier. 

e Stance: You may choose to have either the Speed or 
Precision allways active. 





SHOOT SworRD 
Starting at 5th level, as an action, you can spend 2 Stand 
Points to launch the end of your Rapier towards a target 
within 10 feet of you. Make a ranged attack against that 
target, the damage dealt is 2d8. By spending more Stand 
Points, you may increase the range by 5ft per Stand Point. 
Silver Chariot must retrieve this blade to use it again, or 
complete a short or long rest. Until then, you must use your 
Unarmed Strikes 


EVASION 

Starting at 7th level, as a bonus action you can spend 2 Stand 
Points to make creatures which attack you have 
disadvantage. 

Additionally, at 10th level you have the ability to spend 1 
Stand Point to create an illusion of your Silver Chariot 
anywhere within 20 feet of Silver Chariot. As a bonus action, 
you may move the duplicate up to Silver Chariot's speed, but 
can not attack. When Silver Chariot and a duplicate are 
within 5 feet of each other, and your Stand is attacking a 
creature, you may have advantage on that roll You can have a 
number of duplicates activated at one time equal to your 
Silver Chariot's Wisdom Modifier. A duplicate disperses once 
it has taken 20 Damage. 


DUAL WIELDING 

Starting at 10th level, your Silver Chariot has the ability to 
materialise one extra Rapier on the other hand You may also 
spend 1 Stand Point to either turn the damage dealt into 
Magic Damage (For Both Blades), or you may make them 
deal an extra 1d6 Piercing Damage. Damage dice stack by 
1d6 per extra Stand Point. 


IMPROVED STATISTICS 

At 18th level, you become expierenced enough to manifest 
your stand in ways never seen before. You gain the following 
benefits. 


e Weapon: Silver Chariot's Rapier now deals 2d8 Piercing 
Damage. 

e Armor On, Dexterity: 10 + Your Dexterity Modifier + 
Your Charisma Modifier. 

e Armor On, Constitution: 14 + Your Constitution Modifier 
+ Your Charisma Modifier. 

e Armor On, Armor Class: 12 + Silver Chariot's 
Constitution Modifier. 

e Armor Off, Dexterity: 14 + Your Dexterity Modifier + 
Your Charisma Modifier. 

e Armor Off, Constitution: 10 + Your Constitution Modifier 
+ Your Charisma Modifier 

e Armor Off, Armor Class: 10 + Silver Chariot's 
Constitution Modifier. 








SILVER CHARIOT REQUIEM 

When you reach level 20, you may touch your stand with a 
piece from the Arrow as a bonus action whilst spending 10 
Stand Points. For 1 minute, your stand gains the following 
benefits: 


¢ Flurry of Attacks: You can make a number of consecutive 
attacks on your turn of combat equal to Silver Chariot's 
Dexterity Modifier + 3. Doing so costs 3 Stand Points. 

e Armor On, Dexterity: 12 + Your Dexterity Modifier + 
Your Charisma Modifier. 

e Armor Off, Dexterity: 16 + Your Dexterity Modifier + 
Your Charisma Modifier. 

e Evasive: You always have one duplicate active, with the 
effects from the level 10 Evasion feature. The duplicate 
now needs to take 50 Damage to disperse. 








Once you use this feature, you can not use it again until you 
finish a long rest. 


GOLDEN EXPERIENCE 


Golden Experience is a Stand which has the power to 
harness life energy, create it, and take it away from others. 


STAND STATS 
Your Golden Experience has the following Statistics: 


¢ Strength: 8 + Your Strength Modifier. 

e Dexterity: 10 + Your Dexterity Modifier + Your Charisma 
Modifier. 

¢ Constitution: 8 + Your Constitution Modifier. 

¢ Intelligence: 8 + Intelligence Modifier. 

¢ Wisdom: 10 + Your Wisdom Modifier + Your Charisma 
Modifier. 

¢ Charisma: 10 + Your Charisma Modifier + Your Charisma 
Modifier. 

e Movement Speed: 30ft. 

e Armor Class: 10 + Golden Experience's Dexterity 
Modifier. 





e Hit Points: Half of Your Maximum Hit Points + (Golden 
Experience's Constitution Modifier * 3) 

e Senses: Your Stand has Darkvision up to 60ft. Your 
Stand's Passive Perception is equal to 12 + Golden 
Experience's Wisdom Modifier. 

e Saving Throws: Golden Experience is proficient in 
Dexterity, Wisdom and Charisma Saving Throws. 

e Unarmed Strikes: Golden Experience's unarmed strikes 
deal 1d4 + Golden Experience's Dexterity Modifier of 
Bludgeoning Damage and 1d4 Radiant Damage. 

e Stand Range: 100ft. 


Mupa Mupa MupDAa 
Beginning at 3rd level, as an action, you can expend 1 Stand 
Point to make a series of unarmed strikes equal to Your 
Stand's Dexterity Modifier + 1. By using this feature, you 
attack multiple times in one turn and use your stand's 
unarmed strikes damage roll Once you use this feature, the 
number of stand points needed to use it again increase by 1. 
This number resets when you complete a long rest. 

When you reach 18th level, you can make a number of 
strikes equal to Your Stand's Dexterity Modifier + 5. 


LIFE SENSOR 

Also starting at 3rd level, you know the exact location of all 

living creatures within 50 feet of Golden Experience. 
When you reach 15th level, this range increases to 100 

feet. 


LIFE GIVER 

Starting at 5th level, you can spend 2 Stand Points to touch a 
creature with Golden Experience's fist to make it regain a 
number of hit points equal to 1d8 + Golden Experience's 
Charisma Modifier. By spending additional stand points, you 
can increase the healing done by 1d8 per stand point. 


LiFE SHOT 

Starting at 7th level, you can spend 3 Stand Points to punch a 
creature, making it take your unarmed strikes die of damage, 
and also 2d8 force damage. That creature's mind and soul 
accelerate faster than their body and their soul self is forced 
out of their body whilst their material body is unconcious. 
Their soul is displaced for 1d4 + 1 rounds. Whilst they are in 
this form, only you and Golden Experience can see their soul, 
but you may not physically interact with them. That soul can 
not interact with anything at all, but can only speak. 


CREATION 

Starting at 10th level, by spending a number of Stand Points 
(Number will be shown on one of the points), you can 
transform inorganic material (Books, Metal, Stone etc.) in to 
one of the following (Creations made must be at least half the 
size of the average intended creature or plant, for example, to 
transform Iron into an Oak tree, that tree must be at least 30 
feet in any dimension for it to transform): 


¢ Insectoids (Ants, Ladybugs, Spiders etc): By spending 1 
Stand Point, you may transform inorganic material or 
your own blood into insects. The maximum amount of 
creatures you can make with this are 3 with 1 Stand 
Point. You can increase this number by 3 per additonal 
stand point. These creations are not under your control. 

¢ Limbs (Eyes, Arms, Legs etc): By spending 2 Stand 
Points, you may transform inorganic material into a 
working limb of your choice, which can be added toa 
creature of your choice without difficulty. 

¢ Plant Life (Trees, Flowers, Vines etc): By Spending 2 
Stand Points you may transform inorganic material into a 
plant, such as a flower. Making plants similar to that of 
Trees cost 3 Stand Points. Vines can be 10 feet per Stand 
Point, so they automatically start off at 20 feet. You may 
increase the size by 10 feet per additional stand point. 

¢ Animals (Birds, Bears, Lion etc): By spending 5 Stand 
Points, you may transform inorganic material into 
Animals/Beasts of CR 1/4 or lower. By spending 6 Stand 
Points, this CR becomes 1/2, or 8 stand points for a CR 
beast of 1. 


Additonally, as a reaction you may spend 1 Stand Point to 
transform a projectile (Such as an Arrow) which has pierced 
your skin into your own flesh. This completely negates the 
damage you have taken, but you can only do this a number of 
times equal to Your Wisdom Modifier before needing to take 
a long rest. 


IMPROVED STATISTICS 

At 18th level, you become expierenced enough to manifest 
your stand in ways never seen before. You gain the following 
benefits. 


Strength: 10 + Your Strength Modifier. 

Dexterity: 12 + Your Dexterity Modifier + Your Charisma 
Modifier. 

Wisdom: 12 + Your Wisdom Modifier + Your Charisma 
Modifier. 

Charisma: 12 + Your Charisma Modifier + Your Charisma 
Modifier. 

Unarmed Strikes: Golden Experience's unarmed strikes 
deal 1d6 + Golden Experience's Dexterity Modifier of 
Bludgeoning Damage and 1d8 Radiant Damage. 


GOLDEN EXPERIENCE REQUIEM 

When you reach level 20, you may touch your stand with a 
piece from the Arrow as a bonus action whilst spending 10 
Stand Points. For 1 minute, your stand gains the following 
benefits: 


Dexterity: 14 + Your Dexterity Modifier + Your Charisma 
Modifier. 

Golden Experience, Requiem: You may spend 3 Stand 
Points to cast the spell True Resurrection instantly and 
without needing material components. You must wait 
1d10 + 3 Days before using this ability again. 

Aura of Health: By spending 3 Stand Points, every 1d10 
+ 3 turns, every creature of your choice within 30 feet of 
you is healed by 2d8 + 20 hit points. This only lasts for a 
number of rounds equal to Golden Experience's Charisma 
Modifier * 5 


Once you use this feature, you can not use it again until you 


finish a long rest. 


THE WorRLD (ZA WARUDO) 


The World, one of the most powerful stands which combines 
raw strength and world breaking abilities, is feared by many 
when it reaches it's full capacity. 


STAND STATS 
Your World has the following Statistics: 


Strength: 10 + Your Strength Modifier + Your Charisma 
Modifier. 

Dexterity: 10 + Your Dexterity Modifier + Your Charisma 
Modifier. 

Constitution: 10 + Your Constitution Modifier + Your 
Charisma Modifier. 

Intelligence: 8 + Your Intelligence Modifier. 

Wisdom: 8 + Your Wisdom Modifier. 

Charisma: 8 + Your Charisma Modifier. 

Movement Speed: 30ft. 

Armor Class: 10 + The World's Constitution Modifier. 
Senses: Your Stand has Darkvision up to 60ft. Your 
Stand's Passive Perception is equal to 15 + The World's 
Wisdom modifier. 

Saving Throws: The World is proficient in Strength, 
Dexterity and Constitution Saving Throws. 

Unarmed Strikes: The World's unarmed strikes deal 1d8 
Damage + Star Platinum's Strength Modifier of 
Bludgeoning Damage. 


e Stand Range: 100ft. 
MUDA MUDA MUDA 


Beginning at 3rd level, as an action, you can expend 1 Stand 
Point to make a series of unarmed strikes equal to Your 
Stand's Dexterity Modifier + 2. By using this feature, you 
attack multiple times in one turn and use your stand's 
unarmed strikes damage roll. Once you use this feature, the 
number of stand points needed to use it again increase by 1. 
This number resets when you complete a long rest. When 
you reach 18th level, you can make a number of strikes equal 
to Your Stand's Dexterity Modifier + 6. 


BLOODLUST 

Starting at 5th level, as a bonus action you can spend 2 Stand 
Points to pick any creature within 20 feet of you. You have 
advantage on attack rolls against that creature for a number 
of rounds equal to The World's Wisdom Modifier (Minimum 
of 1). You can spend additional stand points to increase the 
number of rounds by 1 per stand point. 


Kono Dio Da 

Starting at 7th level, as a reaction, you can spend 3 Stand 
Points for either you or your stand to be healed by a number 
of hit points equal to half the damage dealt + The World's 
Constitution Modifier. 


SENSES OF A VAMPIRE 

Starting at 10th level, you and your stand gain the ability to 
have the mind strength of a Vampire. You can no longer be 
suprised and are proficient in Perception checks. If you are 
already proficient in Perception, then you may double your 
modifier. 


IMPROVED STATISTICS 

At 18th level, you become expierenced enough to manifest 
your stand in ways never seen before. You gain the following 
benefits. 


e Strength: 12 + Your Strength Modifier + Your Charisma 
Modifier. 

e Dexterity: 12 + Your Dexterity Modifier + Your Charisma 
Modifier. 

¢ Constitution: 12 + Your Constitution Modifier + Your 
Charisma Modifier. 

e Armor Class: 14 + The World's Dexterity Modifier. 

¢ Unarmed Strikes: The World's unarmed strikes deal 
1d12 Damage + Star Platinum's Strength Modifier of 
Bludgeoning Damage. 





HEAVEN ASCENSION 

When you reach level 20, you may touch your stand with a 
piece from the Arrow as a bonus action whilst spending 10 
Stand Points. For 1 minute, your stand gains the following 
benefits: 


¢ ZA WARUDO (Recharge 5-6): You may cast the spell 
Time Stop. The duration for the spell now becomes 1d12 
+ 2 and you may attack thrice during this time without 
breaking the duration. 


¢ World Over Heaven: This feature is one time use (in your 
entire lifespan), and will use up all of your remaining stand 
points. You may cast the Wish spell without suffering 
negative consequences. 

e Strength: 16 + Your Wisdom Modifier + Your Charisma 
Modifier. 


KILLER QUEEN 


Killer Queen is a stand which takes advantage on the lack of 
intelligence in other creatures. Killer Queen can transform 
inorganic material into a bomb. 


STAND STATS 
Killer Queen has the following Statistics: 


e Strength: 8 + Your Strength Modifier 

e Dexterity: 14 + Your Dexterity Modifier + Your Charisma 
Modifier. 

¢ Constitution: 8 + Your Constitution Modifier + Your 
Charisma Modifier. 

e Intelligence: 8 + Your Intelligence Modifier. 

¢ Wisdom: 8 + Your Wisdom Modifier. 

¢ Charisma: 8 + Your Charisma Modifier. 

e Movement Speed: 4Oft. 

e Armor Class: 8 + Killer Queen's Dexterity Modifier. 

e Hit Points: Half of Your Maximum Hit Points + (Killer 
Queen's Constitution Modifier * 5) 

e Senses: Your Stand has Darkvision up to 50ft. Your 
Stand's Passive Perception is equal to 10 + Killer Queen's 
Wisdom Modifier. 

e Saving Throws: Killer Queen is proficient in Dexterity 
and Constitution Saving Throws. 

¢ Unarmed Strikes: Killer Queen's unarmed strikes deal 
1d4 Bludgeoning Damage + Killer Queen's Dexterity 
Modifier. 

e Stand Range: 150ft. 


BOMB TRANSMUTATION 
Starting at 3rd level, your stand has the ability to turn any 
inorganic matter no larger than 1 meter in any direction into 
a bomb. The DC to identify an item like this as a bomb is 8 + 
Your Wisdom Modifier + Your Proficiency Bonus. To activate 
the bomb, you must first spend 1 Stand point, it must be 
within 100 feet of Killer Queen and you or your stand must 
be able to click your thumb as if detonating a switch. Each 
creature within 10 feet of the bomb on detonation must make 
a Dexterity Saving Throw DC 8 + Killer Queen's Strength 
Modifier + Your Proficiency Bonus. On a failure, each 
creature must take 1d10 + Killer Queen's Strength Modifier 
of Fire Damage. On a success, they take half as much. You 
can increase the range by 10 feet by spending 1 Stand Point. 
The damage die increase by 1d10 at 5th level (2d10), 9th 
level (3d10), 15th level (4d10) and 18th level (5d10). 


KILLER 

Starting at 5th level, you learn the Decpetion and Insight Skill 
and double their modifiers. You may also choose one when 
you complete a long rest to have advantage on. 
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CONTROLLED FATE 
Starting at 7th level, you can spend 3 Stand Points to drop to 
1 Hit Point instead of 0 when you reach 0 hit points. Once 
you use this feature, you can not use it again until you 
complete a long rest. 

Additionally, when you reach 15th level, you may regain 1 
Stand Point when you kill a creature with any of your bombs. 


Arr BOMB 
Starting at 10th level, by spending 3 Stand Points, Killer 
Queen may inhale the air and transform them into 
transparent explosive bubbles which you can send towards 3 
creatures, which must make a Dexterity Saving Throw with 
disadvantage against a DC equal to 8 + Killer Queen's 
Strength Modifier + Your Proficiency Bonus. On a failure, 
they will take 2d10 Fire Damage, or half as much on a 
successful one. 

You can spend additional stand points, a new target per 2 
stand points. 

The damage die increase by 1d10 at 15th level (3d10). 


IMPROVED STATISTICS 

At 18th level, you become expierenced enough to manifest 
your stand in ways never seen before. You gain the following 
benefits. 


e Strength: 12 + Your Strength Modifier. 

e Dexterity: 15 + Your Dexterity Modifier + Your Charisma 
Modifier. 

¢ Unarmed Strikes: Killer Queen's unarmed strikes deal 
1d6 Bludgeoning Damage + Killer Queen's Dexterity 
Modifier. 


BITES THE DusT 

By spending 15 Stand Points, you can make a tiny version of 
Killer Queen which can be controlled from 500ft away (any 
further and it will dissapear), and can last for a day. By 
triggering this version of Killer Queen in the same way you 
trigger Bomb Transmutation, each creature within 5 feet of 
Bites The Dust must make a Dexterity Saving Throw DC 25. 
On a failure, the targets will take 10d10 Fire Damage, or half 
as much on a successful one. 

As long as one creature succeeds on the saving throw, you 
can not apply the following effects. Additionally, you can 
choose to loop time back by 1 hour before Bites The Dust 
explodes. Only you and the Targets are aware that time had 
been looped. You do not have the same effects that you did 
before, so even if you had 20 Stand Points 1 hour ago, you 
will keep the number of health and stand points you had 
before you triggered Bites The Dust. When you do choose to 
loop time, you can decide on a specific event to take place, 
such as someone revealing your identity, and your tiny other 
will hide in a chosen place, such as a persons body. No stand 
range is applied from now on (Not 500ft anymore, instead 
infinite). When your chosen specific event takes places, Bites 
The Dust will explode, with the same DC and blast range as 
described before. The damage increases from 10d10 Fire 
Damage to 15d10 Fire Damage. 
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